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Flow o Bagia Youe
mml tiantasy Adventue

él‘m&ﬂ‘ oty Figl ﬂmmy Game Pﬂk St o NE& s deseribied in
your NES mnrmfdeek sttaaieral. e the POWER on and ;i;ruu rg remfy
b emﬁmk o yaur Journcy! z

> Select “NEW GAME” or “CDNTINUE”

After you turn the POWER on, a small portion of the Final Fantasy story will
be shown. Press the START button on controlier #1 to advance to the
CONTINUEINEW GAME screen. Use the & Control Fad
to select NEW GAME (CONTINUE is used to continue a
saved game) and press the START Button. The basic
controller functions are as follows:

% Control Pad — Mowve party and select options

A Button — Talk, search, or enter selections

B Button — Cancel/Go back one screen e

Select — Change marching order irge |

Start — Bring up status screen EE——|
LR L=y s B

RESPOND RATE

On the CONTINUE/NEW GAME screen, you can change the RESPOND
RATE by using left and right on the 4 Control Pad. A rate of 1 will result in
a slow message speed. A rate of 8 is very fast.

HOW T0 SAVE aumpormant)

Your Final Fantasy Game Pak is equipped
with a battery that allows you to SAVE your
game in order lo CONTIMUE at a later time.
It iz a good idea to SAVE your game oftan.
The easiest way to SAVE is to stay at an
INM. You can adlso SAVE by using a
HOUSE, CABIM, or a TENT. These will be
axplained later, Always hold in the RESET
buttan when turning the power off!

L.

i ——

SASSEMBLING YOUR PARTY

After you select NEW GAME, you will see the screen shown below, Use
the 4 Contral Pad to choose a character type (occupation) starting with
the upper left character. Refer (o page 34 for more information about each
character type.

CHARACTER TYPES

Each of the different character types has its
advantages. For instance, the Fighters are good
at using weapons, but a Magician may have trou-
ble with some weapons. As you learn more about
the game, you will find the characters that will
wiork best for you.

ENTER THE NAMES

A letter selection screen will appear. Using the
& Control Pad and the A Button, spell out each
character's name (up to four letters.) If the name
is less than four letters, use the space balow the
‘T. Repeat the process for all four characters.
Then press the A Button to start the game,

Sample the Game With
the Default Party

To gel into the game guickly, just
press the A Button repeatedly until
the game starts. Later, you will want [S
to rename them, but it's a good way |
to sample the game.

FIGHTER

i
ey

AAAA

Lbsing th¢. derault party will allow you 1o get
Int the gamea guickly.




The pleas of rﬁw '
within the cestla will
guide your quest, Use
their information wiseh.

Town

quett. The usa of their
$HDP$ INNS, and

The: Euufmpm:ph will
80 aSHST YOU o your
CLIMICS is vital

f"-"'.:.'.-:'.' [ g
Ssy Forest
Plalns Traved here |s Hm-
ited io foot fraffic
Travel here is wn- anty.
limited.
\ \
d F.O;- S : .._;-aﬂ.
FOFE cean aa-"imt
A1 ports your SHIF can To navigate the #&
dock. allowing you to oceans and Eeas l‘
mplore new lands, or o you rust wse your &“&‘*'&*
| return home. [ SHIP VLE@s” )
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Walk nto the caste o B
enter AS you enter the &
castle, the screen will
closa on the castle scena.  §
When it re-opens you will

be inside the castle.

Thiz castle is two stories tall. Explore the ground floor making sure to talk to
everyone, Keep an eye out for the staircase leading to floor 2.

A Sage
A Scholar

; A Door

Stairs (locked)
Jane, the
Qlueen

A Door

A Guard Exit




one, even animals] To do this
simply face towards them and
press A_ Make sure to search out
all the inhabitants of any area
you visit. The gathering of infor-
mation is basic 1o the playing of
any Adventure Game. When you
wish to cancel the conversation
press A again.

J Facn thi guard
to Begin your

S o el et 3
W grest warety of

| Conversalian, ¥ peope a5 ol
Press & bo tak trevel on. Some
ThEn. press & will el yau gl

again when you
firesh reading
the messags.

that you mead i
ke whiks otk
ars will pre-
@il a mystan

Many areas will ba
closed off 1o your
view upon first
entering the cas-
tle. Do not worry though, many of these can be opened to reveal what is
hidden inside. If a door does not open, push A fo investigate the trouble.

i Walk fowards the
i door, and continue

f, ing will disappear
; allowing you 1o

E 1o what awails
b insida,

Princéss Sara has

Face the Clugen, f L
B been kidnepped!

and press A.
She will reveal
her dilemma.

6

While in a castle, town, cave or
dungeon you must falk to every-

Mot all of the
doors that you
will encounter

Stairs and Doors.

OPEN THE msﬁﬂn DOORS

can be opened

at the beginning of your adventure. Some of those doors were locked long
ago to keep out unauthorized personnel, and inexperienced Light War-
riors. Luckily for you, those that locked the door left the key. Unfortunately
the key was sent 1o a distant city.

You push-asd push against the door, but it just  Pushing A to imestiaate, you find that the doos
W't OpEn, s been locked.

To arter e treasury
you must locate the
mystic KEY, Allgr the
EIl Prince gives i to
you, refurn bere ko
AN SECeEs,

CLIMB TO THE SECOND FLOOR

To climb up or down a stairway, walk across the top of it. The screen
will close on the current scene, re-opening on that of the next floor. Make
sure to search out and investigate all of the stairways that you find on
your travels.

Walking over the
B LU staircase will
take you 1o bre naxt
looe. Mo, @ whole
| new floor of this
Y casle can be irves:
ligetad.

‘Walking aver the
[erain slaircese wil
return you Back
one flporn. but don't
da this unlil pou'ye
axamined this new
floor.

7




IA ZND FLOOR
. The King

lI.'l'rrl the secﬂnd fll:lcr m‘ the
Castle Coneria, lies the
Throne Room of the King.
The guards say that he is
looking for you, the Light
Warriors.

A Guard

A Guard —

Erqﬁﬁad)fo 'l‘he 'fhm“e{

On the second floor
you will find clues tell-
ing you of a missing
princess.  Search The King peads lor the res. s no greal mystary whare

=2 E'. ¥ corner 10 op0cfSaa his daughter. Garand hides. Go g8t hirm
receive every clua.

GOING DOWN

Walklng dwecily over staurway wdi
allow you o go up or down, depending
on the stairs direction.

5 NOTEBOOK

() * The Princess nceds to be rcscued

Ly Garland has kidnapped the Princess and l'l.'ld.ES ;
' to the Northwest in the Temple of Fiends.

() e The Treasury is locked and the EIf Prince

() holds the Key.

e

8

Whmh Town Do I Go Tn""
ferent villages before
X , Inside Coneria you will find maore people who
" CONERI/
defeat your enamies. The INM and CLINIC wrll heal your battle wounds

Although what you g l
you, it dogsn’t mat- +

will assist you on your gquest. For guidance, talk
and casualties.

see looks like six dif-

ter which vou enter. s

They are all the e

same. !

to everyone, Visit the shops to buy the tools-and magic you will need to
Black Magic Shop

CLINIC

White Magic Shop

Armor Shop
Weapon Shop

e

A Well Shop




SELL SURPLUS WEAPONS

Your journey to new towns, and the exploration of dungeons, will allow
i you to find more effective weapons. Each Warrior is able to carry up to
d four weapons at a time. When a Warrior's inventory becomes full you
should sell your surplus weapons.

BUY WEAPONS

While in Shops or INMNS, the keeper will
direct you to the choices available o vou,
Using the 4 Control Pad, point the fingar
1o your chosen action, then press A, Press-
ing B will withdraw your last selection.

A Call ToAyms
Th diff t Sedect SELL, chooss who will  Mest, choose which itesm you Tha shophkesper will make
tyngemirtzresllnen;:gh =L AHMGH SHGP i -ﬂ\:n ;llr;ﬁ'_um and peess the would like o SELL, Q:E::itl:ﬂlﬂf Salect YES to
town. The stock and - = capt it
prices at each shop will S E(EEE { 2\ /(3
o g e TR B
;:::3;1 iﬁewfﬂtgwgﬂﬂgf vt-,ia_ s el b 6 B Key To On Screen Symbaols
lage. Some items will B & W & & Ihe '—{""E’apc'” ﬁAr'f‘IA{)r
be available at only one : Staff Lo} I'!"I'Il:if
particular shop. { » Dagger B Shield
i Nunchuck O Bracelet
THE WEAPON SHDP s Hammer #¥ Helmet
Each storekeeper will ) :
guide your visit to “ Sword % Gauntlet
his store. Point the B Axe
‘finger” to  your
choice, then push A 1o )/

execule, Make as
many purchases as
you wish before exit-
ing. Push B to cancel.

Each character uses different weapons. Some characlers can't use

Wislcome fo iy shop. o cartain weapons. This list shows w:hlch weapons to purchase first.

wish to maks a purchasza?

Gharacter Types g
Fighter Ghain '!i'
Th;ef . Wooden ®
Black Belt Wooden fi Wooden ®
_Red Mage Rapier Chain '®
It costs 10 Ged, cha wou stil Wha il carry this fine Waur ransaclion i com wﬁiiemage Ian * - ClOth
wart it? i weanon? plated. 13 thare anything else? Elaﬂiﬁ Ma;ge : Small # Cloth

10 11



EQUIPPING WEAPONS AND ARMOR ¥ S/piFyy MENU SCREEN

yoursalf with the weapons and armar that you have pur- Eggiraa’f tr F':"-“;
chased, If you don't, you may find yourself face to face ,Ega,.frel S
with a group of enemies with nothing but your hands to

prOtect you.

Here-are - [Fe Four
Light  Warrprs,
Each ‘black oo
tains a lot of ukal
infemalion.

GOLD
EQUIP Ophons that you

: may selack
To EQUIP your weapons and armor you first need to go to the MEMNU screen,

To do this, press the START button, Mowve the finger' to whera it says
WEAF'UN and press the A Button. Then f{:llo'.'.' the dlrec:uuns below,

Prass the START émtton to
get to this scresn!

WARRIOR’S NAME

WARRIOR'S LEVEL
;: This ‘area sh hi WARRIDRIS HP
' sall of e e [actual/maximum)

e hinger’ on Pt the incess iy Iranl ol e AnCET will appear next ko ihes

press the A Bathon. weapon you wish to hold and tin that has been equipped

g ' ' BUY MAGIC
TRADE DROP | Magic is a very important

part of Final Fantasy.

If you would like to give a weapon of The DROFP command simply drops 8 There ara two types of
armor from ona character to anothar, the objact that you indicate. t magic — White and
use the TRADE command. Usa the : Black. Magic level is not
A Button to pick up an object, move 1 the zame as Experience
it and press A again. Lewvel, For example, if you

are at leval 4 Experience, s — — . .

EQUIP .ﬁRMGR TH.E ME ﬂs WWORS you won't necessarily be able to cast level 4 spells. As you gain maore axperi-
Equipping armor is done ence, the higher leval spells will bacome available for wse.
the same way a5 weap-
ons except that you move
the ‘finger’ an the [
menu screen to ARMOR §
instead of WEAPQMN. |Sulu
Alwave remeamber that
gach character can only T j
carry four weapons and  Putihe finger on EQUIR and Sdech the arrnor you wish 168
four kinds of armaor. press the A Botion, wear and push the A Bution Here i the Black Magic FIRE ~ The White Magic CURE spe
AT sl i action bsing usad to help 8 comrede

12 13

White Magic is usually
wsad for defense and
for healing purposes,
Black Magic tends to be
more destructive in nat
ure. It's often used while
attacking.




BUYING WHITE AND BLACK MAGIC

In the towns you will find two kinds of magie shops. Different characters will
be able to learn different kinds of magic.

: while ravelling. 1‘:
Thia messags appaars if th T ..i-,
. character cannot learn the fi cp,
Selecting the character to The hst of spalls sald in epetl s
learm the spell this shop, iy ST ) ‘M—"‘i
SOFT & {Poﬁun) o ~TENT
At the start of the This potion will restora to f.ﬁ magic TEMT that you )ﬁ(

MAGIC LEVEL
AND EXPERIENCE

game you wilt only
be able to learn level
1 spells. As your

Magich Be sure that you obtain these if you can. Each magic user gan iearn
up to 3 spells for each spell lavel.

what they can dao for you.

HEAL & {Fohun}

Extractad from a rare
Ireg. i restones HE oL
can use it during a fightor

life any character turmed
ko stene by an ensmy
spell. it works inataniiy,
b your can t use it during

lar 13 the TENT. It SAVES
your game data and
recavers more hit points
than the TENT

THE ITEMS

Here is a listing of the items that you can buy at Potion Shops as well

PURE @& (Poilnn]

: ; a battle. s
magic usars gain T
exparignce, they will be able to purchase higher leval spells. The most
-useful leval 1 spells are CURBE (White Magich and FIRE or SLEP iBlack CABEN HOUSE
A CABIM thet works simi- Ewen battar than the

This potion will cure you it J.
you are poisoned by an -
Lot il g

can keep in your pockiet, |
It can be usad to SAVE

YOI Qe and b recoer -
some valuable hit paints P *
{HP}, i 2

CABIN, the HOUSE will
alloer you o SAVE your 4
game and recover & ol ol
hit pointz (HP) and ma.gu::
poweer (MP),

If you have enough money, it
is very wise to find & Fotion
Shop and make some pur-
chases. Some wvery helpful
iterms are available here. If you don’t have very muoch
manay it 15 wise to return s 500N as you have tha
necessary  funds.
Remember that
different shops sell
different goods.

- 1E vou have enou i money,

Saving youy game at

THE INNS — VERY IMPORTANT!

Staying at an NN will SAVE your game. Your hit points (HP) and magic power
IMPY wiill return to maximurm also. The Inn-
keepar will always remind vou to press and
hald the RESET
button on your
& MNES while you
turn the power off
to ensure that your
guest is retained
in Final Fantasy's
battery backed
MOy,

Herg is a st ol iems available for sabe To Save your data, put the “finger' in
at this Podion Shop. front of YES and press the & Button

14 15




The CLINIC

&PLACETOBEVWETHEDE.&D

THE CLINIC

If you lose amy of your
characters during a
fight, you can go to a @
CLIMIC to have them
reviverd — for a cost
The price of being
revived varies from
town to town. NOTE:
A newly revived char-
acter will have HP of
1. Be sure to go to an INMN before you continue.

Gedling revived

DON'T MISS ANY INFORMATION!

In the towns, you will find many people to talk to. Remember to talk to i
everyone and be aware that sometimes their stories change!

Ieaxe!
ave The Primsess!

ig !hings other than
pisaple, You never know whal you’ll find.
o

"2 NOTEBOOK .
L) . The Princess needs to be saved. gl e
~~() » Pravoka, a city to the cast, hasa port. &

+ Lukahn, who prophesied your coming, has '
._'_di*} left for Crcscent Lakt'.

| BRI SRR S R
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DON'T GO UNPREPARED

Garland is a very
tough enemy. You
must be very serious
about your prapara-
tion prior to meeting
him. Before heading
here buy several
HEAL potions.

LI This party was unpeepared, and

Il 5 Geisl has made short work of
[l them. “Lile-up’ belore entering
dangerous places.

LINING UP TO BATTLE

Your party of four always lines up vertically
to fight or travel. The leader {character at top
of ling-up) is more exposed to the enamy
attack. You should use a character with the
best ability {usually defensel for this posi-
tion. To change your line-up, press SELECT,
point to a character, then prass A, Point out
the replacement and prass A again. After the replacernent takes place, another
can be made. Press B to exit this screen,

17




ON TO BATTLE

When you encounter an enemy while travel-
ing. the screen will flash and the Battle
Screen will appear. Then enter a command
for each of your four charactars. After thess
comimands have been entarad, the battle wall
begin. Mow watch as your party executes
their orders. Continue until the battle is over
leither the enemy or you are completely
dafeated or you successfully RUM). Then
press the A Button to see how much Gold

and Experience you will obtain. Wi e BAHI o galh Gl
and Experience.

THE BATTLE SCREEN

Background '

Enemies

Enemy names

[T T

BATTLE COMMANDS
FIG T When you enter a battle situation, you should first
look to see it you are greatly overpowered. if you see
that the enemies are too
powerful for you to defeat, it
is to your advantage to
choose the BUN command.
Otherwise, select FIGHT

After vou choose FIGHT, wou
must alzo choose which
enemy you will hit.

Mowe the ‘fingar' with the
+ Control Pad and press
the A Button to select
which anemy to FIGHT.

18

Thig is what wou see while
your characters are bat-
tling.

W - ——

[

with the A Button to attack. 3

To use a magic spell during a fight, select MAGIC and
press the A Button. A subscrean will appear with a list
of your magic spells. Use the 4 Control Pad to choosa a spell and press the
A Button. Depending on the spell, you may need to choose which enemy to
152 it on [some spells will affect all enemies on the screenl, Some types of

magic are not for sttack — some will protect or heal your party. You may have
to choose who in your party to affect.

This is ihe MAGIC sub-
sereen. The number on the
right of the subscreen lells
you how many spells you
have lefl

|m During a Dbattle,
% the DRINK com-
mand is used to consume a PURE or
HEAL potion. Keap in mind that you will

not be able to attack whila you are taking
a drink!

Selecting the enemy 1o uss
the magic on.

Choosing bo use & spell on
ancther person in the party.

Drinking a
much nesded
HEAL patien
during a battle.

1 Tha ITEM com-

* ITE M mand allows you

to use an I TEM during a battle, Selecting

an ITEM works the same way as the

DRINK. command, You will not be able to
FIGHT while you are using an [TEM.

Ealact ihe
ITEM desired
&nd press A o
sxracutE,

If wou are ower-
powerad,

you He who ALUNs
can try to BUMN. There is no guarantee awedy, lives to
that your escape will be successful — it FIGHT anothar

4 ay!
depends on your agility leval. day

19




WAYS TO RESTORE YOUR HP AND MP

If your character's HP gats very low, your character will begin
to Inok weak. You need to get their HP up quick! Here are
diffarent meathods of raising your HE

1) STAY AT AN INN

Staying at an [NN is the most efficient way to recover HP and MP Both
your HE and MP will be restored to their maximum levels. Your game will ba
SAVED too.

Look 1ar the
IMM sign in &any 1
Town.

Onca insida,
the Innkeaper
will graet you.

2) TENTS, CABINS AND HOUSES

sing a8 TENT, CABIN, or HOUSE is a
VErY convenient way o SAVE your
game. A big advantage is that you do
not have to find a town o use them, All
of these items have bean shrunk down
to a vary small size 5o that vou can store
them in your pocket. This means that
you can carry up to 99 of each. When
you use one, it magically enlarges to
normal size. You canngt use them
inside of a dungeon.

This looks ke a good place to campl

Push the A Bution if you
want o SAVE your garme.

Press START to bring up the
MEMU screen, then select
ITER.

20

Choose TENT and press the
A Button.

3) USING POTIONS

Utilizing a HEAL potion is
another way to regain lost HE
The PURE potion is very impaor-
tant toa, If one of your charac-
tars is poisoned, PURE will
‘purify’ their systam. An advan-
tage to potions is that you can

uze them during battle. T h

ters is poisonad!

Press START o go to the  On the ITEM Screen mowve
MENL! Screen, select ITEM  the ‘fnger’ 1o FURE and
and press the & Bulton. press A

4) USING MAGIC

There are many types of magic that
can be used to raise a character’s HE.
The first spell of this type is the CURE
spell (White Magicl. Magic is very ver
satile — you can use it whila in battle,
of during travel. Of course, higher
lewel magic spells are going to restores
e HP than low level ones.

e the ‘linges’ 1o the per-
s0on that you wish to use the
pedicn an

Dwring  tra-
val, salect
MAGIC
fram the
M E N W
sCrean and
press A

uI-i- naadr re racsvar HET ]

On this screen, you can
select who you wish to use
the spell on.

Then select which charac-
{ar's mags; you would like o
use and press A.

Choose the desired spell
and enter il by preasing the
A Button,

21




An adventure party that loses

THE CLINIC e i e o
the temporary loss. In noost
CA_N REVIVF towns a4 CLINIC can be found.
; A4 nside, vou will find a Magician

j A of Life. For a fee he will ravive
L IN A_LLj any of your allies slain in battle. |

= : " REMEMEER!!
The Magician asks you fo select  Your band of Light Wardors  apter  revival,
the candidate for ravival, refurns to a full staff. HE : o

LET’S GO SHOPPING!

Whean you return 1o town, of journey 10 Naw ones,

STATUS 5
On the STATUS Screen you will find waluable information for making
many decisions. Knowing how many Experience Points you need for the
next level is quite valuable i determining whether to réturn 1o town or
cortinue. battling.

Each class of Light Warrior has different characteristics than the mhers
The attributes of that class, in combination with the Experignce Levels
and currently EQUIPped weapons and armor, contribute to the status of

| - a \Warrior. :

Use the strength and agility fevels to helg in your detsrmination of what
weapons and armor to EQUIR Higher numbers are more desirabla,

bt ] oy

BEFORE VISITING GAELAND

You must teke a short journay to the Temple
of Fiends to confront Garland. Before heading
aut, review a few points that should becoma a
standard precaution before leaving any
civilized area. Thiz will insure the sasiest
journey possibla.

you should go shopping. You should learm new and
different magic spells, and stock up on potions and
TEMNTs. Don't forget to upgrade your weapons and
armor As you enter new areas you will encounter
more and more ferocious monsters. To quickly elimi-
nate vour foes and protect yourself, you must con-
stantly spend your hard earned Gold.

S0 many shops, with such
greal things 1o buy. Stard
wilh any of them.

i e, i e NI P s

Y
STATUS SCREEN . ||
CLASS EXPERIENCE |
MAME LEVEL 3
ATTRIBUTE EXPERIENCE
~ LEVELS POINT TOTAL
'EXPERIENCE
STRENGTH & POINTS NEEDED TO
AGILITY LEVELS —— ADVANCE LEVELS
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WEAPONS
AND ARMOR

st o PR

Make sure that
all of the weap-
ons and armar
you wish to have
wilh you in batlke
are EQUIPped
The lanciest
eword or shiniest
armar will-do no
good in the heaat
of battle, unbess

i it has bean

ECIUIF pcd

It i quiter wise to
1ake provisions.
Being able to
restore your life
during pour jour-
ney, or even in
batlle, is impor-
tant. A polaoned
ally cannot sur-
vive long without
some antidota
[FURE].

On the journey,
many  monstens
will attempt to
stop you. Fight
through, or at-
templ to RUN
fram tha ena-
mies (hal block
the path o your
estination.  Bal-
fla to gain Gold
angd Experience.

After making all
olher prepara-
lions, it is & vary
good. idea Ao
SAVE  befora
leaving town, |1
¥ou are wnsuc-
cessiul an your
MESSION You can
reslart Fram
hera.
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It the Grey Woll surnies
ke - Fe - cars firfhet. mione
oamage than the weakar
anamies.

Ml goncenbale o the
Grey imps, bafore working

afs |"Ii|T||||a;‘.|;: Ii|I an the ImEs.

monsters thal pose the
grestest Hrgat,

GOOD EXAMPLE 2

COnseree WL Spells sy
I 4 A Of aLr Br
maxEnum HE and
J.' I'I'ILIC' I:-EITIEIQE CHM &8

GOOD EXAMPLE 3

Thi use of the 10E spell has
infliched 33 HP o damage
to the Cigre:

I roweed -2 ol this Batlle,
Analben spell is-not reederd
10 terrminate this Sgre.

Battle wih the Sahags has

takar a toll an poor HOW,

LG s WS T w"h th

hlgmu aglity 1o give the
AL potion.

PHIL savms the day with 3
much needed HEAL to
resiore some HP 1o the
wieahened HOWA

iz the urwisn s

@ pration, the Warrior that

rigks heing slain shauld
chooss to fight

Vhile engaged in battle it is always wisest to plan ahead, Wise battle tactics
will mintmize the damage to your party, Umnwise battle practices will lzad you
o the CLINIC.

BAD EK&MPLE 1

28 HP of damage. |_"|I;:|-
i 115t 8l shat long. can
3

waak. or
Ehed enemiss do no

anliroineg -
] T i inn e g

Ahe
T

t L TORAY
and 1he x -k Ly
RLUIM for g

(,lr livae,
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_BATTLE TECHNIQUES

Euen |f wu e!ect to, there i no guarantee
that yvou can safely RUN away from the
enemy. Each character’s agility, regard-
less of enermy or ally, dictates the order of
execution. Be awara that the enemy S
rright hurt you before you BN aeey

1n 'R LY BTN

: 1 i e ml Bt

W, '-._- M, i ot LT 2 _-|J1 anl M §
e | B3 3 3 ,

: T '.
'\/ b Bu R

I ordler to survive batﬂeb Etnd garn large amounts of Gold and Expeneme
stopping to analyze your enemiss’ weaak points will bring you success, You
must experiment to find the most effective ways to use your magic and
weapons. Many strong enemies have a weak point that you should explait
1o your best advantage.

Use magic spells from the Weapons and magic of the HARM is efective againat
Lightring {LIT) category . ICE category are most efiec- Undead monsters, such as
while fighting In, or under tive against enemles using ghosts, zombées, and other
waler and made of FIRE, non-lving enemies.

ok -"""'i 77

ITE
L K

(3/" 'k-. I 1
ITEMSs can be useful
while in a battle. One
advantage is that you
can use an ITEM that is
not EQOUIPped. Often
this item wall be used
on al enemias or on
your artire party.

{1 Lising an ITEM while
enganad in battle.

e 12
[:lh:HE | [
T ey
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Fhe enamias that vou run

rery closely. Lse HEAL
wtions if you need to.

Rescue: the Prinecessiat:

Tae Nomplle Off
!Fﬁ@ml&%

Garland kolds Prineess.
Sarg caplive ol The'
Tempie of Frends. This
waiich was mM’ to, gou by ikat guard in Careria. Hewqre as o
jouriey fo free her Na orte fizs beeﬂ seen leaying the rempu’e i over
ﬁﬂﬂmﬁrx i ! :

weated on the throne in the middle is Garland. He does not fear your coming,
nd waits to battle.

TREASURE LOCKED
BOX DOOR
PRINCESS
GARLAND - SARA
TREASURE LOCKED
BOX DOOR

BEWARE OF FEROCIOUS ENEMIES

1t hara are quite strong.
le sure to watch your HP

Ghouls have the capability 1o
paralyze members of your

A farge group of wicked
wolves. Look out
Aty
27




Prepare your Party

‘HEAD WEST YOUNG WARRIDRS

Upon entering the tem-
ple turn left to find some
Treasure Boxes to raid. In
The Temple of Fiends, as
well as in most dun-
geons, you may find
waapans and armor that
can help you in upcom
ing battles. Seak thosa
out and use them to your

Enter tha door ta find & Trea- Opening the box you find a
best advantage. sure Box AP
5 '!""ﬁ"i- .r WY
OPENING
B
LYLT

In order to obtain the
contents of a Treasure
Box;, you must first open
it. Facing towards the
box, press A, If vou do
not squarely face the
box, it canhot be opened.

Inside the Temple
LOCKED I)OORS

While exploring, if you
find & door which can’t
be entered, try pushing &
to investigate. Many T3
times you will be told
that the door requires the
mystic KEY to enter
Whan you have the miys &
tic KEY, the domws wall &
open automatically.

-1 2K H a
Pushing against the door Prass & to find the door iS
desean’t gain entry for you. loczked with the mystic KEY.

28

Garland waits upon his :hrone in the center of the temple. HH ch:., not fear

wnyone who walks through his door, least of all four youths who think that they
wre the Light Warriors. Garland has no fear of you, so do not take lightly your

praparations prior to doing battle with him. Fully prepare, and you may win!

dafter
§ doing so,
procesad
towards
Garland,
arsd Iry §o
reason
with Bim

your HE

# |intorio- Al W

g nalely, .lll?-r_gl

Garland ‘L“H

daesn't o o0ES

want 1o 1o FIGHT.
H':I'

negotiate. 1 Magic

(R us e s
should

ood Jo i
THE PRINCESS IS FREE*

After she finishes press A&

The battle with Garland
12 done. Most likely you
will have suffered greatly
and perhaps lost one of
wvour party. Walk forward
to talk 1o the Princess.

'I-.'|I-'II'I 1447} warp to
Castle Coneria.

wyou back o see the King in

Talk to the grateful Princess Fressing & agaln warps
Castle Conerla.

29




-'?--.,ﬁn M ‘of Castle Coneria:
fﬁm_mﬂumMWWthw&

A ROYAL REWARD

The King, happy to see his daughter safe again,
cheerfully orders a bridge built to the main conti-
nent. Princess Sara, also wishing to help out the
Light Warriors, gives vou the LUTE. Eoth of them
do thiz in fulfillment of Lukahn's prophecy.

PLALE 2 PREE i

The King has ordered the Sara gimee '.-ﬁuht-r muthars

building of the Morh Bridge, LLITE than play music.

Cartainhy this will do maora

TALK, TALK, TALK!!!

Make sure to talk to everyone present in the castle again to receive new
clues. Keep talking until their conversation no longer changes.

Returs to-
find that the:
Princess is
concerned,

TALK TO EVERYONE ELSE TOO!

\= you find items and accomplish your goals, the peopls will give you new
lues. Vrite these down in a notebook to help guide your quast. In the event
hat you cannot determineg what actions to take, always go back and talk 1o

svaryona again to find any clues that you have forgotten or missad,

aefure

After you hawve rescued
her sister, she is wery

happy.

Chavi a !. - 4
Eaod Hniaky un

The Scholar who was
B concerned about Gar-
land knows the LUTE
{ has & purposa.

Thiz woman's conGern
has shifted o Maloya,
I wictim of & crime

BN
Gave ke Bvlfaess)

| Maybe you should go
norih 1o Matoya, the
wnspeople sesm con-
carned about her now

|
1
1
1
1
|
{
1
—

NOT 'EROOK
+ The ng had a bridge built.

- The Princess gave you her LUTE. G i

'« The LUTE can break the evil gate, |

« Matoya, a witch who lives to the nnrth needs |

the CRYSTAL. |

3'.‘




;ROSS THE NORTH BRIDGE

rossing  the North
iridge ends the prologue

j if this story, Sit back and
E njoy the opening credits

1o The Nowii ]E% gfﬁlw €

Lp until sow, gour
world has: been very
sl T8 feias 'consisted
of Coneriag, The Tompls
of Fignds, and the petk
Befiveen fhe e,

Weth the new Novil Rrrdgre. oy
world fias juse. Expundedﬁ

+f Final Fantasy. Carefully
ead the story, it is your
sty for this iz your Final
antasy.

THE KING FULFILLS HIS PROPHECY

As your reward for the rescue of his daughter, the King has built this bridge,

"

|
Before After .
Bafore the ™ Tha King's 8 As you begin walking across |
Frescue 5 man work the Merth Eridge, it a@ams that |
thera is no st {ast, L 1 battks &5 gaing o bake placs. |

; ars, read the S0 |
Wiy I Grag ! o bridge s The ttke soreen appears. read : |
uilk, just ag

he said

8 7g
Back at the Temple of BB
Fierids, you will find a
mysterious black Orb sit-
ting in Garland's former f
throne room. This orb (S
saems quite similar to the
darkened orbs that vou
carry. Howwever, this arb is
nat black with the lack of
internal light, it radiates
it Blackness from within.

M owy - your advanture truily
begins. If vou are not satis-
i find with some aspect of
your party it is not to late to
rastart. The amount of time
that vou have invested to
this point is quite minimal
compared to the total time
that you will spend in com:

pleting this advanture. 1987 SRUARE
1990 HINTEHDO

Choosing
a MEW
GAME now
will erase
your old
data,

The blsck Drb canmat be atfacksd:
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HOW T0 ORGANIZE
AN ADVENTURE PARTY

Howd vou organize your party in Final Fantesy is entirely up to you. Make it
up any way you fike, it cannot be wiong, The game will require different
strategias depending on who is in your party

ARACTER OCCUPATIONS

ach of the Four Warriors in your party must have an occupation. Here is
e useful information to help you choose,

FIGHTER THIEF

prolessinndl Aglity and cester-
der Irained in ity are the slromg

There are six different
occupations to choose
from. Press the A But
ton when the occups-
tion you want is shown.

chosen and named,

Tor start your Fmal Fant&s',r, select MEWS GAME wﬁen you turn it o ﬂ-. streen
shionwing your Four Warriors will appear. Start:ng wiith the character in the
upper left, you can change the ocoupations by using the 4 Control Fad,

After entering the fourth letter in the char-
acter name, the screen will return to where
the four warriors are shown. The occupa:
tion selection and naming process then [
proceeds with the upper right character, [RSENE
This continues until all characters are

1 Ll ] e points  af this
ares. The Fighter charactar. The
i oable o wear Mt 12 good 1o
agvy armar and hava whan you
i skl wilh reeed 10 S -an
arge  awords altiack from the
rn wilh this LTI,

Ky equipemant
ack mEnEs are
till possinle.

BLACK BELT 3. e

b master ol man
lial -arts.  Towgh
bath mantally and
physically. This
Marrior ‘can: fight
ellagtivedy wilh
bare hamds [no
WA DN
ouipped)

RED MAGE

Tre Aed Magi-
caan has the abid-
ity to learn soma
ol both blagk
and whila magic
spedls and s a
fairly good fighter

Then the name entering screen will be
shown. Name your character fup to four
letters by using the # Control Pad and the
A Button. If the name you wish to usa is -
less than four latters long, use the ‘space’
located below the ‘T

This character is
silbes] valihy Black
Magic. — wary
acwerful soells
used 10 alack the
SRery

Usging W hite
} Magic, this' char:
| acter can haal
i L wouncs. and cast

n

B HGHTER

1y cafansive

ks, The Whits
Marician & not A
ery good highler,
b san  learm
novwEriul magic.

e meer




i_f__ﬁé g 1“’“51 5_54@’0 T Your game's course of developmant wil
i il o differ depending on the combination of

g}.‘, .;T}; Wl partys Wake it opany sy wou ke

it cannot be wrong. Below are s
= | F YOy
E “% ]1 _,:? y llzfa'i&é good and bad points of sach,

This combination works very well
together. Itis balanced and is highly rec-
ommended. The battle skills of the
Fighter and the Black Belt combine
effectively with the magic supplied by
the White and Black Mages,

This is the party that yoo will use if you
do not change the zelections, it is a bal-
anced party also and will do quite well,
Although- it is somewhat weak in the
magic departrment, the fighting skills
of the party will more than make up
for that.

A )
This ccumt-lnatrt)n % qu|te dIfTE!rE.‘I‘I't than
the provious two. While not racom-
mended for those who are inexperi-
enced, the veteran player should have 3
ot of fun with this one. The money
saved by not having to buy expensive
weapons and armor can be used for
powerful magic and potions,

gested party combinations, and some:

lestructive powesr of their magic to
‘efeat the enemiss. g

when this party goes into battle it is
strang and guite menacing. |t will be

weapons and armor The Gold saved at

he lone Fighter's. place in this party is
ot just that of offensive attack. His
ther purpose, with the help of the
vhite Mage's powers, will protact the
ed and Black Mages and allow the

Wh,. HAGE

four st like magic o use this party. In
ha beginning, many trips will be spent
gturning to town for revival. If you
aild purchase HEAL potion by the bar-
&l you would do so. When this party
Jecomes experienced, the guantity and
ypes of magic spells: that can: be
sraunht into battle is formidable.

wite axpensive to outfit this party with

the Magic Shop will be wisely used
buving potions. Until this party reaches
class change {see page 751 it will not
have the banefit of magic.

MORE PROS AND CONS

he course of your game’s development will depend upon the make-up of
our party. Enjoy the development of your Final Fantasy, the combination of
1aracters is your own making. There are over 100 differant character combi-
Jations possible, Some parties will be moch easier to develop than others,
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e Cats of m@i@@

After you've rescued the privcess:and the
b b

L e Care i yﬂtﬂntn :
-&imdhwﬂcﬁ,ﬂmﬁg?' _"“:

LOOK FOR
THE ENTRANCE!

The antrance to the Cave
of Matoya is north of the
North Bridge. Refer to This is the cave, Go wvisit |
the map abowve. N atoyal

Here is what vou mll flnd |n-*|dc the cave. Right ..-]Hr—'-r vou enter, look for a

door and go through it. Then search the area. (Tip: You can walk owver
the skullsf)

MATOYA

—— TREASURE
BOXES

A BROOM

| Talktothe Witech -

REMEMBER MATOYAFS NEEDS

f you search the entire cave, you will probably find Matoya the witch, (If you'ra
having trouble finding her, she's up at the top of the cave ) Talk to her and find
it what she needs.

After you enter the
door, go up a5 lar as
you  can. Find
Matoya and falk 1o
d her. Remember what
p she says. It is wiae to
write ‘down anything
M ihat you think i3
ireportant!

| Loalk: hv&rm[gefp R - -
| EXAMINE THE 'I‘REASURE BOXES

On the far left side of
the cave, you will find
three Treasure Boxes
o open them, act as
if you were talking to
one of them - stand
facing one and press
the A Button. Your
party will automati-
cally raceive the box's Ia_the treazuns bexs
contents. ) O

Qpen this box to obtain 8 HEAL podicn.

Here vou will ind & PURE potion
i 39




"ASpecialSpell

WHAT IS TCELES BiHSUB,_

When exploring an area, you should
examine everything. Even if it seams
silly! For instance, in the Cave of
Matoya, you can talk to tha brooms.
They oive wou a very useful piece of
information.

¥ Talking to a broom??
It's been said lhat
brogms can 1alk BACHK-
WARDS. The bDrooms
hold a secret!

THE SPELL TO BRING UP
THE OVERWORLD MAP!

If you read the broom’s text backwards, it says PUSH B SELECT. Go aut-
side the cave. Push and hold the B Button and press SELECT. The Overworld
Map appears. Amazing! You've solved one of the riddies embeddad in
Final Fantasy!

FINAT
FANTASY

Fughing B and SELECT brings up the Overworld Map. The ltle lashing dofs are fowns or
places of great importance. Ba sure to vist ALL o therm, The flashing “cross’ is your locatbon.
Thia world is HUGE!
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The town of Fra'u'n:nka has been under _-*.:sugcb by pirates. Explore the town and
find out what's going on!

— BIKKE THE PIRATE WHITE MAGIC SHOP

INN  CLINIC

am O TIT
LT sannpagfeajinen O
CITLLL an EERjmEAEAE
LELTITITTIT]
SRR aman
- -
H =
EmmaEm
A
anafsana (TITTTIT] CELELIE )
maEaEmama (I
i
LT L RN
111 ARER CLL}
EREEEEEE
L AL EEEN A
(o [ LLLLLLL]
(LTl w
CELEET LT
samaEsana
CITTLLILLL (LTI
mal mamam seshmnma

— POTION SHOP |WEAPON SHOP

ARMOR SHOP BLACK MAGIC SHOP —
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-Explore Evey

'TALK TO THE

Pirates have taken owver of
the town of Pravoka. Talk
of the towns-
people and see if you can
gather more information. *
DON'T talk to the pirates 2

with all

yet!

A man with & blua mohawk
provides infosmation.

The peaple of the town cry
far halp!

“Bpend the Night

SAVE:.

ATTHEINN

Before you battla it out with the pirates, -_'_;IU
to the INMN to SAVE your game and
recharge your HP Another great reason to
SAVE here is that if you should lose to the
pirates in this town, yvou can CONTINUE
your game from here instead of travalling
all the way from Coneria. It pays to SAVE!

The INM in Pravoka is found at the top of

15w owen, in the center.

In Pravoka, wou will
find Bikke the Firata.
Talk to him and his
crew will challenge
you to a fight. After
you defeat them
(hopefully you are
strong encughl, talk
to Bikke again.
Since you have
beaten his crew, he
will give you his
SHIR

42

Pye I'.*al=-5 It = Bikke the Plrdl:f"

L —— i

Tk pirates have been defeated.

i FIENT
. HADIO
DRIHK

RATE

oo 3 parates Think fast!

- i e b
The humbled Bikke gives you his quF"
Mow you can sall the nigh seas (Dut not e

rivers, yetl.

If you're having trouble
defeating the piratas, hare
are a few tips. 1) Spread
out your attack: Don't
have gll of your characters
attack the same pirate.
Hawve everyone attack
someone different. 2] Use
the sleep speil; I you have
the sleep (SLEP) spall, use
ith It wiorks great!

WHY CAN'T I DEFEAT THE PIRATES?

Dion't concentrate on
¥ ane pirate. Spread
oul your attack,

Use tha sleep
(SLEPF} spell ta. put
thosa big bBurly
pirates away,




LEAVE PRAVOKA TO FIND YGUR SHIP!

Leave the town of
FPravoka (yvou should
probably go to the INN 1o
SAVE your game firstl. §
You will see your SHIP
docked st the port. To
board it, just walk on to
it. You will notice that the
SHIP mewves a ot faster |
than you can wallk. Mote
that you can anly go
ashore where there is
a port.

Your new SHIF ks waiting
for you. Let's go sailingl

This SHIP really o uises!

Youe SHIP can only be
docked at a port [shown
with white bricksl. You
will hawe to do some
exploring to find all of
them. Most importantly,
REMEMEBER WHERE
YOU'VE DOCKED YOUR
SHIP! It's wery easy to
lose track of where you
got out of the watar.

ENEMIES OF THE DEEP

The ocean is no easy ride. There are many monsters out here that would
just Iu;we to mmess Up your trip, Here are some of the creatures that you will

mestin thg'sea. ;
EYE ohHAg (NZOk,,

THE PEOPLE OF PRAVOKA COME QUT!

After you deteat the pirates in Pravoka, the people that were afraid to step out
of their houses are now free to come out. Be sure to talk to all of them!|

T
id ef mivates

ﬁa 588

L] ] e ¥
Usaful -nfarmalu:-n from thE tnwmlnlk n.nmhu dugl Thg people in Malm-:m:l need
your help.

BUY WEAPONS, ARMOR, AND LEVEL 2 MAGIC

I Pravoka, there are some great [T ¥

shops, The Weapons Shop and I':EGTJE quiféﬁ'g WEAPONS § ARMOR
the Armor Shop are selling § 1 R
things that you couldn't get
back in Coneria. Remember 1o
EQUIP the items that you buy.
Also pick up some level 2
magic, |f you don't have
enough money, go out and
fight for some more Gold!

Mo ode nH
Lz aoo i 1 50
DARE | Shor J Chain ™
| a0
Ivamn *
I 800
WoodanT
15
i Gl eves

J AT 'BI'.I




N OTEBOOK .
) + The Elves live beyond the sea.
* Their Prince is asleep.
_'O + The town of Melmond is West of Pravoka.
. » Melmond is under attack. :

YOUR WORLD EXPANDS!

Nowe that you have the SHIP yvou can explore a lot of new places. It's time to
do some serious exploring. Sail everywhere you can and look for ports and
new towns, SAVE your game before you leave, just in case, Remamber to look
at the Waorld Map (B and SELECT) often to see whare you are.

Sail due south of Conaria
until you reach the coast-
ling. As wou approach
this aoast, turn and head
west to find ElfLand's
northern port,

_ CASTLE OF ELF

Five years ago, Astos led a
raiding party of dark Elves on
thizs castle. Unable to find the
CROWMN, he placed the
Frince under a sleaping spell.

THE TREASURY

THE PRINCE




bhhih. Be Quiet
THE PRINCE SLEEPS-: 1

Entar the Throne Room §
to find the sleeping
Prince, guarded by an
attendant. He talks about
Matoya, the witch you
already met, who needs
her CRYSTAL back.

Nq:-thmuwl stke t"uls slaapy It onby you could find that
head! wilch’s CRYSTAL!

DO YOU REMEMBER?

While exploring the Cas-
tle Coneria, the Sages
you found outside the
Treasury informed you e
that the Prince of ElfLand 58
was given the mystic
KEY.

ol must wake the Frince to get that KEY.

FIND THE PATH TO THE TREASURY

Carefully walking around the right side will lead you there.

Walk close to the adge of the 51l next to the wall, con- Here is the Treasury. Too
castla, tinue on around. bad the door is kocked!

48

Even though you can clearly see the Treasury, the path is not that obvious,

_I\' '-..-',;_

P Tl

.}

o

@ T8y Jc

The Dwanrex" live across the Aldi Sea.
Astos attacked, leaving the Prince under |
a spell. l
Only Matoya’s HERB will cure the Prince.

.T.‘he. I.”f-.iljlm_c;_.lllnlds 1;11.1; m:gmtic KEY.

Mary doors locked with the mystic KEY have prevented you from
exploring numerows places, Foliow this guide 1o get the mystic KEY.

PLAN FOR OBTAINING |
THE MYSTIC KEY

Obtain information, go  shop-

ping. )

Cbtain information.

Obtain inforemation.

| Obtain the CROVWM. {

Battle Astos.

Tracla Mateya the CRYSTAL for
the HERB. ]

Revive the Prince to he re-
R ER) ' warded with the mystic KEY.

—




I ElfLand there ars two levels of each type

| . Magic Shop. Don't worry yet about buying
spells ahﬁw: YO magn:. level. You will be making many return trips to this
town, o only buy what you can afford and can use at the time.

BLACK MAGIC SHOP (Level 4) WEAPONS SHOP

WHITE MAGIC SHOP (Level 4] CLINIC INN

ARMOR SHOP WHITE MAGIC SHOP (Level 3)
POTION SHOP BLACK MAGIC SHOP
50 [Level 3)

ASTOS WAITS IN HIDING

After ravaging ElfLand,
Astos took a disguise
ancl waits for his opportu-
nity to take control, and
become King of all Elves,
His disguise is so good
that you may talk to him,
and not even know it

Astos” strike and disappear |
8 taciics cause the Elves o be
‘ wary — bewara!

A spooky casthe in the north-
west? Light Warriors
shouldn't be afrasd,

POWER-UP BY BATTLING

Im order to purchasea the
spells and weapons that
you desirg in ElfLand, vou
will need to earn a lot of
Gold. In the forests sur-
rounding the town, vou
will find many enemigs
who can be persuaded to
give you their Gold. Look
for the Ogre/Creep com-
bination to supply a good S = s
share. Return to ElfLand to spend vour hard : e

earrgd GOLD |

e T P rE———

N U’ET 'BOOK

-

“ = To get the mystic KEY th-':: Prince must wakf:
) = A disguised Astos lies wai i
- } - The Northwest Castle is a !Iﬁ'StEL'}F i

chi.rc:l 4 mag;u: is expensive!

o
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7Ey ’Pﬂ o o

e Daii €

You ﬂmum’ now fra B 2z s S
wel  fo  Hhe Dl&aurf' 5 : oaw il :
Cave. Here gou will i ' N Tett
find . many = AR

| Duwarves and o, 27
mﬁ;vrmnham ' " :

| ﬂ?k,\s_r

e~ "j _A-.-.l_ﬂrml.:-'r:'-'-:li s == i o Srid i
|-|:3|:E‘ is -..-.hat you will see in the Dwarf Cfl'..re IJ.Jck I*,r there are no enamiss hera
— just a bunch of fnendly Dwarves. Az always, be sure that vou talk to every

single Dwarf you' can find and check every door

A DWARF

THE BLACKSMITH

NERRICK

Useful Information

ASTOS STBLE THE GRYST&L

This Dwearf informs you that
the dreaded Astos was the
one who stole the CRYSTAL
from Matoya.

Wi v ot to fined 8
way 1o, get the
S CRYSTAL  from
Agtos!

Meet Smith -

THE BI.AGKSM!TH

This Dhwarf is a master black-
smith. He would love to help
vou out, but hasn't got the
raww  materials needed
Maybe ke can assist vou
|latar,

Looks like you

should keep an aye

- ol for SR
N ADAMANT!

Help the Dwarves

NERRICK WANTS TNT

A Dwarf named MNerrick
turns out b ba & construc
tion enginaer. He needs your
help to complete his project.

¢« Blacks
wotidon of m»

valr had THT,

1 o fird ary THT,
triieg) 5 bO Mesrrick

Xy
M

I ¥
AN

= Ntrnck is building a canal and needs TNT.
)+ The blacksmith needs ADAMANT.
® Astos is the one who stole Matoya’s CRYSTAL.
« The earth is rotting from the west.
Thﬂl't is talk of a FLOATER:
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Once inside it
doesn’t seem
all that spooky,
just deserted.
Your explora-
tion reveals one
lacked room
and a Lone
King on his
throne.

SRR

DESCEND INTO THE I—IOL

In this cave you will find
legions of enemies
whose sole purpose in
life is to dispose of ama-
taur Light Warriors. Bring
many potions o rastore
vour HP and to aid you if
you get poisoned.

Earn Gaold for shc.lpp':ng near  Than purchase many
thve tosn pations at the shap

THE LONE
KING

EXPILORE EVERY ROOM

Hidden inside of many rooms you may find Treasure Boxes. You will also spot
ladders and staircases that will allow you to descend to the lowest levels. It is
impartant o chack all of these to find everything hiddean.

Alona the King sits on his
throne. He tells you a tale
of wos, but doesn’t men
tion what has become of
his subjects. Of course,
you are curious. What
couid he be hiding?

A ladder leading down. ou've jound some armor for - That™s it! You found the
freal Remember io EQUIP L,  CROWN

A Er:ibiﬁ t,a.l. Maybe you
can help him!

The King sits in seclusion.
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@asﬁlt@ '-

mmm wf{hﬂemﬁf}uﬂm L&e
*iomﬁm ﬁﬂ'ﬂd,ﬂﬂu o JF. gow- did R
mﬂmr' # ring the Marsh Cave, do so |
m-tmm;mmﬂa.wmmma
| weekened state an Ogre, or some oifier
hmh&,*cdulﬂ‘ CfﬂHSE ,g,rmr o lose. M&'

YOU'VE BEEN DOUBLE-CROSSED!!

The Lone King was actually Astos in disguise. He tricked you
into believing he was in trouble and needed you to retrieve
the CROWM for him. Warriors, do not lose vour battle with
Astos and allow him to have the CROVM.

ASTOS

I Malowa has her
CRYSTAL, she wil
help wau o wake
the Prince of
EIfLard,

CLURE A= - d 'y LTES

Atack Astos

56

SAIL IN YOUR SHIP

When you return to see RS
Matova, it won't be nec- §
assary to dock at Coneria
and travel overland. The &
Morth Bridge was built
high enough to sail
under.

Ewen a 3 masted schooner
can fit under hera!

Im exchange for returning her CRYSTAL,
Matoyva will give wou the HERE. The
HERE is a powerful medicine that can
wake the sleeping Prince of ElfLand.

By allmeans, maks the trada!

g

This pcur! is much cloass o

Maloya's Cave,

MATOYA HAS THE HERB

Lo
HEER

Once you
have the
HEREB:,
¥OU Can
go.

LHOHK R HIr
HEALA H PUHEE 0
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WAKE THE PRINCE WITH THE HERB

Proceed to the
room where the
Prince is sleeping. {8
Enter and use the |
HERE to wake
him. As a reward

USE THE MYSTIC KEY TO OPEN ANY DOOR

First, SAVE vour game so that 3 group of wandering monsters doesn’t make
you lose the mystic KEY. Now go see what's behind all of those doors!

the Prince will give  The HERB wil wake il PG ST 1 ] B THE

you the mystic the Prince from his CEE ik ; ; ;
KEY. This i:.ﬁ !I:Ilf Heep sleep. 3 = = CASTLE : TEMPLE
course, a very useful item to have. The L = Cﬂ"EHlA " 74

mystic KEY will open any doorl 1 ' : - FlEN DS

For belrg such nice I : Lpien 2 HOOMS
Light Warriors, the 58 i
Prince rewards you

with the rmystic KEY,
CASTLE
THE PRINCE IS AWAKE 7
Mow that the Prince is awaka, the people in the castle and in ElfLand hawve ELF

more information ta give you. As a general rule, after you complate a signifi-
cant event, you want to talk to people again to see if their stories change,

# An AIRSHIP?IT
i Sounds exciting!

CAVE
OF
MARSH

Better chack out
= R i i
L e _ 4ROOMS




HAND OVER THE TNT

Give the TNT to Nemick and you will see that he is overjoved. He immediately
leaves to start work. The canal that he builds is located a small distance south
of the Dwarf Cave. The neat thing about this canal is that it allows you to sail
inter a brand new areal

BEFORE  AFTER _

Marrick wants to get o work
now 1nal he has the materals
that he neads.

e e

' WHEN THE CANAL L OPENS,
YOUR WORLD GETS LARGER

) This is he own of Metmond, &
o justwestofthecanal.

Q&m& h“f:‘f:fire ou tﬂiaml anywhers in 1ha
~you tﬂh&hﬁ werld niow!

WHITE MAGIC

THE FIRST TOWN WEST OF THE CANAL

After you pass through the canal
Melmond is the first city that vou
will see. When ywou explora the
town you will see that it has baen
virtually destroyed. The fowns-§
people keep mentioning that ag
Wampira is to blame.

e i d | diffe fr
[ MELMOND Jiechirishmtirmhiotitubioion s
ARMOR
SHOP
CLINIC
(Destroyed)
INN

WEAPON
SHOP

Here is the port
clese to Malmond.
Hop and vist this
fown.

SHOP

S3LACK MAGIC
SHOP




MELMOND IS IN RUINS'

Motice the large numbear
of gravestones and
patches of destroyed
land. The people here say
that a Vampire iz to
blame for the surround-
ing destruction.

Looks like the CLIMIC was
the Wampére's main target
You won't be abla to ravive
amy Warrioes horal

Lat’s 'gn s28
Tk

Bad naws!
what's heacome al
CLIMIC,

TALK TO EVERYONE

The people of Melmend have a lot of important information for you. Be sure to
talk to EVMERYOMNE!

A clue 1o travel soulh and  The THan loves rubles.
meel with Sarda.

‘The-'.e penple think that the
Vampire i5 responsible for
the rotting of the earth.

[ X NOTEBOOK

Kt 2 'I'h: Vamplrc has ransacked Melmond.

:[---{;: + A sage named Sarda lives in a cave to the south.
{_~ * The Earth Cave is on a pc:unm:la south of

|~ Melmond.

~ ) -« Dr. Unne is here.

T

o
-

With the destruction of the CLINIC, no
revivals can take place here.

» The ancient people used a ﬂmtmg stoner
The civilization to the north is also in ruins.

h_r_
O

Wou must pass through
Titan's Tunnel in order
to get to Sarda’s Cave.

EXIT

THE TITAN

It soems that the Titan
will not let you pass.
Remember tha clue back
in Melmond that said
that the Titan loves
rubies? Looks like
time to go search for a
RBLIBY.

Thee Titan will not ket you
PESS.

| o coe smmmss thia voad, J

it's A i [,

o

Boy. it's dark in hare!




Om the first level of this cave
there is a staircase hidden
from view. CAUTION: The
arm on the far left of the first
floor 15 populated by Giants
that will attack wyou with
every step. This is a good
place to gain more Experi-
ence and Gold, but it is &
WERY dangercus place,

THE VAMPIRE IS ON THE 3RD FLOOR.

USE‘ th& r'rl-ap Df 1 j s fime lor wou I meet the
this cave to help 1 Bl it Warriors, Vampira!
vou get down 1o

the third floor.
Hare you will find
the Vampire that
the people in
Melmaond were so
concerned  about.
If ywou can defeat
him, there s
bound to be a sub-
stantial revward.

GiaN'

Look oul for the Gianis!

It's a fight to the finish.
Wateh wour neckl

64

YOU FOUND A RUBY'

It you are successful in defeat-
ing the \ampire, open the Trea-
sure Box. It's a RUBY! Remem-
ber the Titan?

Opgn this Treasure Box o
find a RLIEY!

When you continue past the
Vampire's area, you'll discover
something on the floor. Pushing
A to investigate, you find that 8
it's a stone plate that cannot be 8
e

ou have accomplished a lot
in this cave. Maybe it's a
gl qood idea to get out of here
and-deal wilk this stone plae
later.

GO TO THE TITAN

Your now have a delicious RUBY (well, the Titan thinks so amyway]. After you
give him the RUBY, ba sure to investigate the Treasure Boxes, their contents
may come in handy.

I+ :rt m i )
Erunrhi rruu:h! sk
E it Tastes 0 sSwaatl.
Ubies are mr faverite.

Y5 -
(G0 throwgh the axit to return o the fight of
day.

Supper Time for the Titan!
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zlﬁﬁér passing .&mﬂgk
- Fitan's Tunnel, gou will .
gain ACCess {a &m-dn—' :
Cave,. Ho in apd see
what he has for you,

CAD ﬁ*_ﬂ"—@*ﬂ; TV “;@
SARDA’S CAVE _
Inside Sarda's
Cave, you will
find lwho
alsefl Sarda
the Sage. He
must have
some great
information,

SARDH WILL GIVE YOU AN IMPORTANT OBJECT

Go into Sarda's room and talk to him. He will give you a special ROD and
some important information,

Wheere is that snealq.r sacm? Oh, he's hiding in his bed- New you'll be able o com-
room! plate your investigation of
ihe Earth Gave. This ROD
will move thal slone plate
thad you found.

USE THE ROD

Wiork your way down to
the third floor and go to
the stone plate. VWhen
you pry on it with the
ROD, the stone plate
breaks into =mall pieces.

Usze the ROD by going 1o the The stairway leads you fur-
ITEM Sorean, Seectng MO ther into the depths of the
and pressing A. Earth Cave.

FIND LICH, THE EARTH FIEND

Lze the map to find your way to
the Earth Altar Hopetully, vou
have a large encwgh. stock of
HEAL potions to make it there.
Enter the room on the fifth floor
and meet Lich, the Earth Fiend. i
If you succeed in defeating him, Yoo enter the roor 1o find
proceed forward to the altar to a strangs glowing ball.
restore the power of Earth to
the Orb. After doing so, step
forward to warp
from the cave.

Stepping up too the allar
restoras the power of Earth
e the Oy,
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Mear the magic shops you w:ll ﬁnda break in the town wall that will allow woL
to reach the Circle of Sages.

WEAPOMNS SHOP AR_MDR.SHDP BLACK MAGIC SHOP

FOTION SHOP INK

CLINIC WHITE MAGIC SHOP

VISIT THE CIRCLE OF SAGES

Tranel the path you find through

the hole in'the town wall near the £

Black Magic Shop. The path
lzads you to the Circle of Sages.
Here you find Lukahn the
prophet, in consultation with hls
colleagues,

638

8 Be sure to return here
later, the Sages have
good irformation.

YOUR REWARD, THE CANOE

Az a reward, one of the Sages will present

you with the CANOE. This new wvehicle
allows you to travel the lakes and rivers in
wour path.

“our reward for & job
well done will lead
you o & new goal.

CRUISE THE WATERWA)

Eﬂuﬁlﬁﬂi‘&“ﬁﬁﬂ@ﬂ vou wil be sbie to shortcut through the lakes and

=) N OTEBOOK
gt The twelve Sages are here.
+ The Fire Fiend is at Gurgu Volcano. _
'+ You must use the CANOE to navigate to
._-.C, - Gurgu Vﬂkann._ e
Lo=Thea rentice :
”‘O » Everything here is expenswe'
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By following the rn.rm
that leads from Crescent
Lake wou can find Gurgu
Volcano. Deep within the
fiary hollow of this
ancient place hides Kary,
the Fiend of Fire. If you
do not stop her, she will
burn everything she can.

05 AT B

?}'.-.- gy

These waterw.:t:.rs can be

confusing. be sura 1o make a
map!

B P R T ok eyl 2 i o

Al the foot of the Gurgu Vol
cang. A nice place 10 set up
a HOUSE.

MONSTERS OF FLAME

Weapons, and magic
spells from the ICE
category are the most
effective against ene-
mies that are made of,
live in, or use FIRE. The
reverse is also true, you
should wuse magic
spells, and weapons
and armor from the
FIRE category when
dealing with ICE
ricnstars,

70

AVOID WALKING THROUGH LAVA

All throughout the volcano you will
find puddies and streams of molten
iava. Your boots will protect you to a
small axtent, but to avoid unnacessary
loss of HE do not walk throvgh the
lewa when you can avoid it

8 Tread lightly brave
B Warriors,

BATTLE AGAINST THE FIRE FIEND

The Sages are counting upon you to defeat Kary the Fiend of Fire. Wind your
way into the depths of the Gurgu Volcano. Fight to stay alive with each step,
By the time you reach the Fire Altar you would much rather defeat Kary and
warp out than retrace your path.

Defeatl this fiend to prolect the world rom the
Tury of fgr flamet

Shee sure is borchy, isn't she? I

of

After defeating Kary, step forward 1o restore
ez Power of Fire 1o the Orb. Continue for-
ward o be warped to the oulside workd.
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PADDLE UP TI-IE} CREEK

You must sail your SHIP north along
the coastine from the port near Cres-
cent Lake, When you find the river, sail

" vour SHIP 1o the mouth. You will con-
tinue up the river incthe CANOE.

Wilh the GAMNOE,

parts afe no longsc
the only place 1o
dock.

FIND THE FLOATER

The lce Cave is a treacherous place for
Light Warriors with insufficient experence.
If wou just cannot survive the trek through,
vou should gain more Experence before
attempting to find the FLOATER.

The FLOMTER has
to be in that bod
How can you get
o it?

Locate the stairway to the  What can this hole be for??? Stepr in the hole and warp
nest foar, f Be2 Do you just couldn't
get 1o,

72

WHERE TO | __

Sail your SHIF to
the mouth of the
river aast of the
Ryukahn Desert.
Weaigh anchor and
use the CANOE to
get ashore. A short
journey west will find
the opening to this
desolate, arid wasta-

land. The Fyukahh Desert, where Iz
the AIRSHIP?

AN AIRSHIP APPEARS!!

COnce in the Ryukahn Desart vou can use tha FLOATER to raise
the AIRSHIP from beneath the sands. So much time has passed @
since the AIRSHIP has been seen. Evaryong will be amazed. .

‘Where is @7 The Ehes EEIJI:IH G bodhe ITEM Screen, select s Gme %o cruiss around
wolld be herel FLOATER, then push A fo wour awesome AIRSHIP!
reseal i bcaliun.
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WHERE CAN I LAND THIS THING?
7 3 = E i

Taking off in the AIRSHIP is easy. Simply walk over the top of it and press the
A button. However, landing is another story. Flat fields or grassy plains are its
only landing spots. To tell if you can land, observe the terrain marked by the
AIRSHIP's shadow. If the shadow is completely on a landing area press A to
Jand. If the sight you picked is unsuitable, the AIRSHIP will not touch down.

CLASS CHANGE

1 Each character will mature into an adult stafe after certain
conditions arve met. This will enable them to purchase some ﬁ

) magic spells, and EQUIP some weapons that they were not
previcusly able fo. After class change seme characlers will

become magic users and will gain a Magic Level meler on the ]

MENU screen.

Over .
'ﬂle_ -ntire World

With the AIBSH|p vour

! ' N2W expanded
o its fl:'.IJr lirmit, [ts CrUising
speed is foyr times whar

Best r:rf all, there arg nu:-
enemies in the sky to
attack vour Make surg
. i Keep track of g Your clues
ol 95 YOU sogp Your way

: aroundg the world complet.
::g ‘}rmn- Quest g restons
s b&lgm 10 the other pag
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*?l:'i'//r

VWhite Magic is used mainly for the protaction of your adventire party. Remem:
ber that Magic level is not the same as Experience e,

® LEVEL1 o

CURE (one ally) . . . .
HARM (all enemies) .
FOG (spell caster) ..
RUSE (spell caster) .

HP il b ecinegred il

Huris Lladeacd morsiers: rangeng Hom - 20 o
B0 HF.

Shiedds by sovelapment in: & thack: fog. Armior
il ine s B s

The enzmy e fooled inio sesng FHEple
smages . al the magician.  Evace rate-in-
creasas 40,

® LEVEL?2 o

ALIT (all allies)
INVS (one ally)

LAMP (one ally) . . . .
MUTE (one enemy) .

 Plarice P erarmins DAEK SD’:‘"E._

Magic usars ara randered unable 1o spaak

Artlghining, reduces damags recened by 25
[y BORE

ienisibiily, 2006 increase in abiity to avaid
attzck

@ LEVEL3 o

AFIR (all allies)

CUR2 (one ally) . ...
HRM2 (all enemies) . . .

" HEAL (all allies) . . . .

PURE (onhe ally)

AICE (all allies)
AMUT (one all
C ( Y)

e LEVEL4d o

FEAR (all enemies) .

St CLIFE sprll, HIE il seemet Tra 52 lo
B4 poinks. ]

Second HARM, Slamages ko Uindead monsters
wil range rom 30 1o 150 pcinls

SalFIRE: spal; e clamage fnom Fire
Spelts Ery /2t Et}f!-'i-u :

Fednres 12 e 24 HF“

B L T i

Magical antdag it peison,

Causas the Bnemiss 1o run away’in 1eror.

Anh-ICE . grell, cdecreases the affaci by 2R
L

Ardi=MUTE sl owill nullibe-he anensies’
MUTE speal.

® LEVELS o
CUR3 (one ally) . .

LIFE (one all]r]

HRM3 (all enemies)
HEL2 (all allies) . . .

Third CURE shell HE Ul e by B4 b0
128 poarita,

Freuives a sl ally, Cannat o used during bat-
e CAUTICH: HP s only t aftar DeElng reve,

Third HARM zpak. Dameges to Lindead mo:
shars Fange rom El} 240 p{lil"l"h

Secand HEAL spedl HP will reconer by 24 e

A purlts

@ LEVELG o

SOFT (one ally) . .
EXIT (all allies)
FOG2 (all allies) . .
INV2 (all allies) ..

Releasez one aly from enme@‘ 5“":’_.‘1‘\!!: spells " :

WAl warp Ahe sthentin ;&a-h' *frum the dur- |
e = o 0 I:ﬁ.td::qsmtmrk?\bauls. ;

Secordl FOG, ncreases anpoL delenmue rafing
Ery 12 pioings:

Sepond Imvisibilty spel. Resuts in 8 4006
decreass in the enemy Stack

® LEVEL7 e
CURA4 (all allies) . .

Frertn andd most powerfid GUHE a:l:-eil HPp wi& i

D completedy resioned.

'ﬁ
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Fourth ‘and moat powsrl Hnram-_%pm. Wik
HHM4 {a" Enenﬁe&) i clamage Lngdead manslers By B0 1o 300 HE, :
ARUB (all am-esi Ot pilion o the smries’ 3K g,
Third, arid rrics: rful HEAL spek HE wil
HELS (all alles) b . (... Mo s careti e et
® LEVELS o
) Fiedund - a oty Ally with Sompleie. resharsh ;
LIF2 {oneally): g ipetiai e i o S il
FADE (all enemies) . Conises evk o b gorie: | i
WALL [DI'IE a“y} st Flaces a proechve '.-.-ei}_-lamun:l o Waitior,
it FrEVErETg e endmies seol Friggis 0 Bl
XFER {one EHEW] " dﬂ;g;ﬁs strong BI,'IEHTIIEE- o their -special 3
rird




Black Magic is used offensively, for assisting your albes in battle, and as a  §
prirnary: attack:

”ﬂ' FJ/’FI jffr{ l'z//’_k K s I{-L{-

- LW‘EH e
FIRE (one eq'lerny}

SLEP (one enam*;}
_ LGCI{ (one enemy)
LIT (one enemy)

& amiall freball eapable of 18- to 40 HP o o

daenage i reer Al The Leimg

Cabeses e enertie o fall asleep, leapdng Hin
unable to'dafeand himaet,

UL inchesin' the |3|'|E‘-_"|";'§,r o atsck, The siccses

reve efindiching damege increasss by 109,

LIGHTNING s fwed al the: eney, - Tk ine
magcizns ingers. Damages ramoes from 10 e
A0 o,

@ LEVEL2 o
ICE '!{nr.'ie enemy) ..
" DARK (all enemies)

TMPR (one ally) . . .
SLOW (all enemies)

s

e mkl swemictianct diving snow ol 2 I“F?;-E."‘O'

are direced 5 e enamy.  Dlamanes  rags

roury 20 10 BOpAEs,
Thes ey is Difided by carkiess.
Weapan srenglh & incriased by 14 pols:

Sowe fhe enemies: thinking and astions.

. ® LEVEL S e
FIR2 (all enemies) .

HOLD {pne-enerhy}
- LIT2 (all enemies) .
. LOK2 (all enemies)

= Secdnd FIRE =pell. Larger firsials ang dinscled

2 the B pearty: ~aarnsges home 30 o

gD poiniE 3
Similar o SLEEP. the. sremy Becomes.

aaioss. [Does nol wWork on some eneies,

S L IGHENING spil Ferendous resuts |

are possible whian wsed i winsr

Mane pomertut LEAK spall, waorks on: enliee:

ansmy parly, making them sasier 1o hil.

® LEVELA e

SLP2 (one enemy) .

FAST (one ally) ...
. CONF (all enemies)

bL_I'I.“-'EE (all enemies) .

st powerfa SEEER spal

Fizizes afiily, nulifies SLOW, and ifcreses lie

reabe ol eaagon & i s,

Grehson gaieeshe Scdrmes minds Thay

canned idantify - frein s aresy cand wik - Atacks

T

Second I0E spell. Dameages rangenom At

e points

® LEVEL S5 o

FIR3 (all enemies) .

BANE (all enemies)
WARP (all enemies)
SLO2 (one enemy)

Thikect anid ool powenial SIRE spel. Damiaces
range from S0e 200 polnts,

A vapor fral of paksore smake wil completely
IRt riabe MEmy ersmies:

Tolepairks YOUT parby A0 the Brevous e of-a
aunpean, Lise i when ol are kst

st poswarful SECHY.

® LEVELG o
LIT3 (all enemies) .

RUB (one enemy)

QAKE (all enemies)
STUN (one enemy)

® LEVEL7 ¢

ICE3 (all enemies)

BRAK (one enemy)
SABR (spell caster)

BLND (one enemy)

Thite] sewf mest deveistating LIGHTRNG Spel
Clamanes rane ferr B0 240 poirts:
Erages Bn enemy Irom e lass of the earth

complelaly. Doss MOT waork on Unoesd
manEtans.

Ay marhiuake moks e grouned under the
ergies"feal Whan crecks anpesr they ot

Paraizes any sreny of up o 300 HP

Bost powarfil ICE spet. {.‘-annqps farcE frn
O D a0 oS

Beirke the anamy inha e pleces

Midkes your weapon charper magically, Sus
CEEE TR monedses By @00 and dameges
irzssss by 100

The enemy i Blinded and cannct ses wed
enaugh o effecinvely altack,

® LEVELS o

MUKE (all enemies)
STOP (all enemies)
ZAP! (all enemies) .

XXXX (one enemy)

Mt ewaryihieg with trermangdous Reat,

Time ig stopmed for e gnismiss

The enemy s poshed!inea e 5 dimersion:
D vt wark ab the me.

Similar to, but more effective than BLIB. Those
engmaes i difcaled completely.

J
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90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

S0-Duy LIMITED WARRANTY:

Mirdencd of Amedca Ing. {"Minfenda'') warranss o
the ariginal consuener purchaser that this Ninbando
Gama Pak ("FAK") shall ba 1ree from dalecis in
material and warkmanship far a2 pericd of 50 days
from dale of purchasa,. 1l 8 defact caverad by 1hig
wrranty accurs during this Sd-day warranty pericd,
Hinlends will rapair of replace the PAK, al ils
aplion, free of charge

To receive this warranty service:

1. D MOT retorn your delectve Gama Pak o the
elEbar

2. Moty the Mintends Consumer Sarvice Daparl-
mant af the probsam: requiring warantby sarvice by
calling: 1-800-255-3700. Ow Consumer Service
Capartiment (5 in oparation fram 400 A M, 10 10000
FM. Pacitic Time, Manday through Sakurday [times
subject o change). Flaase Do nol sand your Pak (o
Hinbendo before calling the Consumer Service
Daparirment.

F 1 e Nintando Service Regresanialivg iz unable
1o solve the prablem by phone. you wdl be provided
willh & Feturn-Aulborizalion numbes Simply recoed
1hi5 numbier on tha autside peckaging of your dalac-
lives PAK, and return your PAK FREIGHT PREPAID
AMD INSURED FOR LOSS OF DAMMASE. togethar
with your =ales =lip o =smilar prool-afl-punchass
witkiin the B0-cay warranty parkd o

Mintanda ol Amarica Inc
MNES Consumer Service Deparbment
480 - 15010 Avenia MNE
Redmond, ¥Wh 98052

This wasranty shall not apply if the PAK has been
darnaged by rﬁﬁiﬂ&ﬂﬁa._ﬁ.ﬂlﬁiﬂﬁﬂl. GonaeErial uge,
unreasenaile wsa, medificatan, tampering, o by
alher causas wralated b0 daleclive mabanals o
wikmanship,

REPASRUSERVICE AFTER EXPIRATION OF WARRANTY:

I the PAK develops 8 problem requiing service after
theer B-day warrardy perod, you may candact the K-
lerydn Consumer Sarvice Deparimant at the phone
number noded at left. IF the Nindendo Service Repra.
samMalive 2 unable 10 s0lve 1ha probilem by phane you
will be acvised of tha approoemate cost far Kintando 1o
rapair or replace the PAK and will De given a Raturn
Authorizabaon number

ol meary then racond this numbsr on the awiside pack-
aging of ihe defective PAK and teturn the colmotive
marchandis, FREIGHT PREPAID AND INSURED
EOR LOSS 0R DAMAGE. to Mintende. and enoiose a
chack or Moy oroer payabls o Mimenss of Amedica
inc. ior tha cast quated you. |Repairs may akso be
charged an & VIS or MASTERCARD cradil cand.)

M after parsanal nspaciion, tha Nintends Sarvica
Aegrasantabve determines the PAE cannot be
repaired, B will be retesned and your payment
redurdisd.

WARRANTY LIMITATEONS:

ANY APPLICABLE |IMPLIED WARRAMTIES,
INCLLIDSNG WARRARTIES OF MERCHANTABILITY
AND FITHESS FOR A PAATICULAR PURPCSE, ARE
HEREEY LIITED TO MINETY DerE FACM THE
0ATE OF PURCHASE AMO ARE SUBIECT TO THE
COMDITIONS SET FORTH HERAEIM. N MO EVENT
SHALL HINTENDO BE LIABLE FOR CONSECUEN-
TIAL OR INCIDENTAL DAMAGES BESLULTING
FROM THE BREACH OF ANY EXFRESS OR
IMPLIED WARRANTIES.

Tne provisians af thes warranty ane valkd in tha Linited
Slatas only. Same Slates do not allow limilaticns on
howy tang an implad waranty kEts or axclieson o
cansequential ar ncidental damagas, so the abowe
limitatiors and exclusion mey nol Bpgly to you. This
wasranty gives you specifec legal nghts, and vou may
ales have olar rghia which vary from 21a6a 1o ataba,

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radic frequency energy and it not installed and used
properly, that is, in strict accordance with the manuiacturer’s instructions, may cause interfer-
ence to radio and tebevision receplion, It has been type lested and lound 1o comply with the
lirmits Tor & Class Booompuling device in accondance with the specilications in Subpart . af Part
15 of FCC Aubes, which are designed o provide reasonable protection against such interfer-
ence in & residential installation. However, there (s no gearantee that interfarence will not occur
in a perticular inatallation. If this equipment does cause interference o radio or telavision
recaplion, which can ba determined by turning the equipment off and on, the user is encour-
agad to try to correct the interference by one or more of the following measures:

— Rearignt the receiving antenna

— Relocabe the NES wilh respect to the receiver

= Mive the NES away from the receiver

— Plug the NES inlo & different outlel so that control Deck and recener are o differant

circuits.

if necassary, the user should consult the dealer or an experienced radio/television technician
for additional suggestions. The user may find the following booklet prepared by the Federal
Communications Commession helpiul:
How o ldentify and Resalve Radio = TV Inlesference Problems,
This bookiel is avaitable from the LS. Gowernment Printing Office, Washington, D.C. 20402,
Stock Mo. 004-000-00:545-4,






